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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO * HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY , THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION . 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


A WARNING - Seizures 

* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, 
such as while watching TV or playing video games, even if they have never had a seizure before. 

* Anyone who has had a setzure, toss of awareness, or other symptom finked to an epileptic condition 
should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing and consult a doctor if you or 
your child have any of the foitowing symptoms: 

Co nvuisio ns Eye o r muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

* To reduce the likelihood of a seizure when playing video games' 

1 - Sit or stand as far from the screen as possible. 

2 , PEay video games on the smairest available television screen, 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room, 

5, Take a 10 to 15 minute break every hour. 


A WARNING - Radio Frequency Interference 

The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, inducting 
cardiac pacemakers, 

* Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature. 

* If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 
Nintendo DS without first consulting your doctor or the manufacturer of your medical device. 

* Observe and follow all regulations and rules regarding use of wireless devices in locations such as 
hospitals, airports, and on board aircraft- Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property. 


AWARNtNG - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 
instructions to avoid problems such as tendinitis, carpal tunnel syndrome, sktn irritation or eyestrain: 

+ Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

+ Take a 10 to 15 minute break every hour, even if you don't think you need it, 

+ When using the stylus, you do not need to grip it tightly or press Ft hard against the screen. Doing so 
may cause fatigue or discomfort. 

+ If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 

♦ If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor. 


A WARNING - Battery Leakage 

The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS- 

lf battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

To avoid battery leakage: 

* Do not expose battery to excessive physical shock, vibration, or liquids, 

* Do not disassemble, attempt to repair or deform the battery. 

* Do not dispose of battery pack in a fire. 

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

* Do not peel or damage the battery label. 







The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 
accessories, games 
and related 
products. 



THIS GAMS CARD WILL WORK 
ONLY WITH THE NINTENDO DS^ 
VIDEO GAME SYSTEM. 
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THtS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES DOWNLOADED FROM ONE GAME CARO, 
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THIS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES WITH EACH OS SYSTEM CONTAINING 
A SEPARATE GAME CARO 



NEED HELP PLA YlNG A GAME? 

Nintendo's game pages, at www.niiniterido.com/gamesH feature 
walkthroughs, frequently-asked questions, and codes for many of our 
games. If your answer isn't there, check out our forums where you can 
exchange tips with other gam rs online. 

For more information about our forums, visit 
www, nfntarHfo.com /common ity. 


If you prefer to use your phone, recorded tips for some of our hottest games 
are available on our Power Line at (425) 885-7529. This may be a long¬ 
distance call, so please ask permission from whoever pays the phone bill. 
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C 2005 NiNTENOOilNTELLIGENT SYSTEMS ALL RIGHTS, INCLUDING THE COPYRIGHTS OF 
GAME, SCENARIO. MUlSIt AND PROGRAM RESERVED BY NINTENDO. TM. « AND THE 
NINTENDO DS LOGO ARE TRADEMARKS OF NINTENDO. 

C 2005 NINTENDO. ALL RIGHTS RESERVED 



Severe I months have polled since the war in Macro Land. 
Thanks la Andy, Ndi, and the other COs, tho Block Hate 
Army was defeated. The people there con finally live 
hptm. 
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The last great wer left many questions 
unanswered, and so Orange Star, Blue 
Moon, Green Earth, and Yellow Comet 
have joined force* to create the Allied 
Notions. Determined to free their 

launch a counterattack... 


In the for-off con I bent of Omega Land, 
ff cable was brewing. It b from here that 
Hack Hole launched a massive invasion. 
The enemy army has replenished ill might 
with remarkable speed under the 
command of a new leader. 













































SIeep: Close your Nintendo DS to ntfivale Sleep Mode. Open it to resume ploying. B ( an[e | 

fteseI: Press end hold START, SELECT, end (he L and R Buttons to reset (he gome. ^Disploy pitack rooge 

fwhen unit is selected] 
•Make units transparent 
(when terrain Is sel&ciedT 


: Touch Controls 

Touch controls typically take effect once you lift the stylus off (he screen. 


(Getting Started 






























































There are two ways to save game data: completing a mission ar selecting 
Save from the map menu during a mission. 


i> 
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Clear All Saved Game Data 




If you won! to delete all of your saved data, press and hold SELECT, ihe L Button, and right or the 
+ Control Pod when you touch the Advance Wars: Dual Strike panel or the Nintendo OS system menu. 
You will be given the option to erase all saved data. 
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Rules of Engagement 

The game screen is divided into a grid of square-shaped spaces that represent HQs, bases, 
properties, and terrain (ike mountains and seas. Take these features into account when 
you move your units. The objective of the game is to complete your mission on each map. 
If you fail to complete your mission, the game is over. 


Game Screen 


In OS Bottle mops, the lop 
screEn will show a second 
map, died the secondary 
front* 


•Displays terrain imel on 
currenlfy selected space. 




•This window appears when you 
move the cursor over a unit. Touch 
the H Info icon on the touch screen 
\q get additional inlet. 


O Unit 
O Unit HP 
0 UnTl Fuel 


O Ammunition 
0 Terrain lype 
0 Terrain 




0 Terrain Cover 
0 Capture number 


0 — 

























































Victory and Defeat 



There are unite from five different nations in all Battles consist of o [0 
issuing orders (fire, move, capture, etc,) to her troops. ihen waiting while the 
enemy [0 does Ihe same. When both CDs are finished, the day ends. The 
cycle continues until a vitlor emerges. 


Orange Star 
Slue Moan 
Yellow Cornel 


Mission Complete (Victory} 

Caplure Enemy HQ / All Enemies Defeated 

Mission Failure (Defeat] 

HQ Captured by Enemy / All Troops Defeated / Surrender 


•These conditions may dungs depending on Ihe map or Ihe gome mode. 

Selij p — ‘uP 

Before beginning a battle, you must deploy your Iroops, After making your 
adjustments, louch Deploy, 

Note: noi alt mtaioins and modes require selup Before deployment. 


Green Earth 
Block Note 




DS Battle 



Same battles feature action on both the top screen and the Touch Screen, 
These missions are called DS Battles, In a DS Battle, the Touch Screen is ihe 
main front and ihe top screen is the secondary fronl. 


•In tee hollies, touch ihe X Swap icon on hie Touch Screen to switch the top-screen 
display between the secondary franl and the inlet screen. 

•Use ihe cursor la select units, and then louch ihe ft Info iron la gel mare detailed 
fntd on the selected unit. 




Tag Battles 


J — 


Tag Battles allow you ta use two different COs in a single battle. At the end of your turn, touch Change 
to pass command to the other CO. By building up bath CO Power meters and using the Dual Strike 
power, bath [Os can attack and use their Super [0 Powers in a single turn. 


Fog of War 


r*m — 



Each unit has a vision range. In missions with Fog of War enabled, 
anything thal falls beyond that range of vision is obscured by the Fog 
of War and cannot be seen. Vision ranges vary for each unit. You 
cannot attack units that are not within your vision range. 


PI Infantry and Medi Vision Ranges 

■ Ambushes 


infantry and mecti units normally have a vision 
range of 2. This means I hey can scoul Iwa spaces 
around them. When these units climb a mountain, 
their vision range expands to five spaces. 

In Fog of War bailies, a unit moving to a space 
outside its vision range may encounter a hidden 
enemy unit. When this happens, that unit is 
ambushed—it slops immediately and cannot accept 
any commands until the next turn. 

3 ^ 

War Funds 



At (he start of each turn, war funds are collected from properties (bases, cities, HQ, etc.) controlled by 
your army. These funds are added to your total and can be used to produce more units. 

HotB! wa r funds carry over From lurn to I urn- hut rwl from one mission Id the ntfl. 



Experience and Wars Points 



Each lime you clear a map in the Campaign, War Room, Survival, or Com hot modes you earn Wars 
Points, the currency in Wars World, Any COs you used in ihe bottle also earn experience points, A CO 
ronk increases by one level each lime nis experience-point total hits 1000, 

























































Units 



Soldiers, vehicles, ond artillery that appear on the map represent entire 
units. Each unit starts with a total of 10 HP (hit points). 


Mg— _ Unit Production _ 

You tar manufacture unite in factories, airports, ports, ond other 
production bases controlled by your army. Simply touch the facility 1o 
view the production window, where you can use your war funds to 
produce another unit. The unit produced will he ready for action the 
Following turn. 
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^M*~ Unit Movement 

When you touch o unit, its range of movement will appear highlighted 
on the map. To move it, touch the position you wont to move the unit 
to. Next, a command menu will appear. Issue a command to the unit 
hy touching the command on the menu. Once a command is issued, 
the unit is darkened and cannot be moved. Until a command is issued, 
movement can be canceled by pressing the B Button. 


- 


J 
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■ Gas _ 

All unite bum fuel when they move. Air ond sen unite also bum fuel when they slay in 
place, and they will crash a r sink if they run out of Fuel. Be sure to check their fuel 
status an the intel window. 



Command Menu 




After a unit moves, the command menu appears. Touch a command an the menu to issue it to the 
unit. The available commands change depending on the situation. 


M Capture _ 

The Capture command becomes available when you move an infantry or mech unit 
onto a neutral or enemy property. Each property has a capture number, which drops 
each turn by the number of HP the capturing unii has. An infantry or mech unit with 
10 HP can capture o properly with a torture number of 20 in two days. Once a 
properly is secured, it turns Ine color of the army that captured it. 

■ fire _ 

The Fire order appears in the Command menu when a unit is able to attack an enemy. 
Once you have selected an enemy target touch the unit again to confirm your choke. 
Your unit will immediately open fire on tke enemy. When a unit's HP is reduced to 
lero, it is destroyed and will be removed from the map. 



Direct 

Attacks 

A direct attack occurs when o unit attacks an adjacent unit. Units can move and attack in the same turn, but 
they can't return fire ecj-oinsl units attacking iwirectiy. 

Indirect 

Attacks 

An indirect a Hoik occurs when a unit attacks another unit from a distance. Units with indirect attack 
arpohilftles can either move or attack in a turn, hut not both. They a Isa can J t return fire against units 

Alacking them directly. The range ol lire of indirect-combat unite i&flets between unit types. 


M supply _ 

You con supply unite with their maximum amount of Fuel and ammo by moving APCs 
[Armored Personnel Carriers} adjacent to them. Units tan aka replenish their fuel and 
ammo by stopping on secured properties. They will olso recover 2 HP every turn they 
remain on a properly. Air and naval units tan load up on supplies and replenish hit 
points only by resting in airports ond ports, respectively. 

•These conditions may change depending on the map ar the game made. 
















































M Join __ 

You can join two anils of the some type into one unil if both units hove been 
damaged. Hie newly formed unil has the combined amount of fuel and ammo of 
I he individual units, hul lhat number cannot exceed the maximum amount for that 
unil lype.To join unils. move one unil onlo a space occupied by a unil of ihe same 
type and South Jain on I he command menu. Joining ends the lurn for bolh units. 



W Load ____ 

Transport units have (he ability to carry other units. They can carry units with low 
movemenl ranges far!her lhan normal, even allowing Inem to cross otherwise 
impassable terrain. To load a unit, select it and move il onlo a space occupied by a 
transport unit. Next, touch Load on the command menu. You con place I he cursor on 
o transport vehicle to view intel on the units being carried. 

• Unils being transported ate not damaged if the transport vehicle is fired upon. 
However, rf a transport is destroyed wMe carrying another unil, lhat unil is aho 
destroyed. 

* Transports con continue to load unils even after they hove been ordered to Wait. 



BDrcp _ 

Loaded units can, of course, be unloaded. Firsl, use Ihe cursor lo move Ihe transport 
unil la ihe desired Location-. If the transport unit stops in terrain that allows for the 
unloading of troops, Drop will appear in the command menu. When yau touch Drop, 
a cursor will appears that wifi allow yau to choose where yau want lo unload a unit. 
If Ihe transport is carrying two units, you must choose which unil youll unload. 




BDivt _ 

Submarines are the only units with ihe ability lo dive. The only units thal can attack 
submerged submarines are cruisers and other submarines.. 


M Hide _ 

Stealth fighters are the only units with cloaking technology thal allows I hem lo hide. 
When cloaked, steallh fighters can only be attacked by other fighter jets. 


B Repair _ 

Black bools are units ibal are capable of using war funds lo repair damaged units in 
the field of battle. They oho simultaneously supply those units with luel and ammo. 


Explode _ 

Black bombs are Ihe only units capable of exploding. The bombs explode upon 
command, damaging all units within the blast radius. 


B Send _ 

The send command is used in dual-fronl DS Bailies lo transfer 
units from bases and factories on the main front to the 
secondary fronl. Units are typically sent lo the vicinity of ihe 
secondary fronl HQ. If a unil can r t be sent to the secondary 
fronl, a notice will appear. 

* In some DS Bailies, Ihe area of the secondary fronl lhat 
unils are sen! to con vary 





■ Waif _ 

Choose this command when you do not want Ihe unil lo take any action. 
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map menu 


Touch the A Menu icon to display the map menu. Touch 
commands to issue them. 

* The commands lhai appear very depending on (be mod* 


r£ 


Setup 


Choose llie CO you'll send inlo bottle with your forces. 
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I CO Selection 


The CO selection str-een allows you to choose Ihe COs you want lo use in 
bailie. If you want la change me CO you will field, touch I he name of I he CO 
lhal 1; currently slated to enler bottle and then louch ihe face of the CO you 
wan! to send. 

Kolec in some modes, the CO you use will be decided for you. 


I Skills 


As COs gain rank levels they can use up to four different special skills. On 
Ihe CO selection screen, loudi Ihe X Skill kon to access ihe skill selection 
screen. The available skills will appear under ibe (0's name an ihe Touch 
Screen. Simply touch a skill kon to equip your CO with that skill. When a 
skill Is equipped, an T will appear next to il. Touch ihe X iron an ihe 
bottom-rigril comer of the sc reen to remove ihe selected skill. 
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CO 


s? 


Choose ihis option to view detailed informalion on all the COs 
engaged in the bailie. 


3E= 


Intel 


E3 


Med tLa Intel 


mnn.i 






B Status _ 

Status displays the current map name, the number of units each side has 
deployed, Ihe number days the bailie has been waged, the number of 
bases held by each army, and informalion on each army's funds. 

B Terms (Appears in Campaign Mode Only) _ 

Check the victory conditions for your current bottle here. 


■ Unit _ 

This screen displays vital Intel on your Iraaps. Touch headers to sort by 
data. Touch a unit to switch to ihe mop screen and highlight il with Ihe 
cursor. 


B Rules (Appears Depending on Mode) _ 

Confirm the rules for ihe current bottle. Nale: you cannol change ihe 
rules here. 



B Hint (Appears in Survival Made Only) 

Choose this option lo gel a hint about Ihe current mop. 


























































M Extras (Appears Only on Certain tompoiqn Mode Maps) _ 

Turn the sec-oitdary—Froni control on to allow the CPU fD control I he action or off to control it manually. 


M Al (Appears Only in PS Bottles] 

Choose o strategy type For your CPU ally. 


'fC ?™ CO Power & Soper CO Power 

These two options only appear on the menu when the CO Power meter is sufflcenlly full Selert ihem 
To use special CO powers. 


i General 

Stamford Tadics 

Assault 

Off esnawe Todies 

| Defense 

Defensive Tadics 

Strike 

Aftftrt Offensive Iwlks 


Hole' when Extras are set to off, the Al option will not appear. 



CO Power 

Usable when all snail slurs are filled 

Super CO Power 

Usable when oil slo ts ore filled 

Dual Strike 

Usable in log battles when both [Os' meters are completely filled 



Options 




Use the options menu to change game sounds, animntions, and olher settings. Touch a menu ilem fg 

change its settings. 


ft 
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U Delete _____ 

Use this option to remove units From I he field of ha tile. Touch o unil lo delete it. Touch any area 
where I here are no units lo Finish deleting. 


M Yield __ U Music 

Surre nder the current battle , Turn the musk on or off. 


M Visuals _ ^ __ 

Change the in-game animations hy simply touching your preferred option. 


Visual A 

Display hoik bailie and capture animation 

Visual D 

No CPU bailie animation, fast unit speed 

Visual S 

Display oil animation, fast unit speed 

Ho Visual 

Display no animation, fast m\ spaed 

Visual C 

Display battle animation, Fast unit speed 



s ° ve ^ 

Choose this option to save your progress during a battle. 

■*& - End 

Selecl End when you finish issuing commands lo end your turn. 

7 ^ Change [Appears Qrt[y in Tag Battles) 

Select Change in o lag botlle lo swilch lo your olher CO. Doing so will end your lurn. 

When using n Dual Strike power, both CDs can ntlack in a single lurn. 

Deploy 

Deploy your troops with your currenl setup. 



















































Game modes 





Campaign 



Campaign made is a long series af missions that follows on exciting 
storyline. Touch New Gome to begin ihe campaign starling wilh the 
prologue. When the region map appears, touch Ihe Mission 01 icon to 
begin your firsl mission. Rachel will offer you some advice on the 
coming battle. 



_ War Room _ 

Battle against computercontrolled opponents and eom points based 
on your slrolegy. Touch New Gome to access the mop selection screen, 
where you con choose ihe mapyou wanl to play how mony CDs to 
use, and whether or nol to use (0 skills. Touch Ihe X Page and Y Page 
icons to flip pages. Touch a mop to proceed to ihe map screen. 





Battle Type 


Skills 


2 [Qs Face one campntcr appanenl 

3 COs Face two computer-ronl rolled opponent 

4 COs Face Ihree (onyuteMMitrolled opponent 

PS fight ogoinst Ihe tonplw in o twofr onl bottle 


Human Icons 

Indicates either a single CO or leg bailie 

Skills 

Choose to pl'ay wilh skills on or off 

Exp 

Display how many bonus p(tin's it is possible 
lo earn 


"In DS Unities, the secondary fronl con be set lo CPU 
control or player control. 


ik _ Versus —^ 

Up Eo four players can take turns battling using one Nintendo DS and 
one Gome Cord, Choose New Gome, ihen touch Normal Batlle or DS 
flattie. When the map selection screen appears, touch a map name 
to begin. 






, 


Mop Types 


Deployed 

Maps ihol oravide you wilh o sel type and 
number at predeplayed urals 

War Room 

Maps Ihol originally appeared in Ihe War Room 

Classic 

Mops Ihot origin# appeared in Advance Wars 

zeds 

Maps designed lor Iwe players 

Design 

maps 

Custom maps lhal have been designed with ihe 
map editor 

3 CDs 

Maps designed tar three players 

4 CDs 

Haps designed tar four players 


You cart purchase more mops using points you earn in Campaign and the War Room 
play. See poge 21 for more information* 


You can set the teams on Ihe team-selection screen. Use (he Touch Screen lo 
seled COs and set them to b human or CPU player, then louch ihe A ttexl kon. 
When ihree or more players play, design me teams using letters. 



After using the Touch Screen to sel rules on Ihe rule-selection screen, touch the A 
Hex! kon lo proceed. Rule explanations con be viewed on Ihe lop screen. 






























































^j^- Survival — ■&: 

Hi ere ore three ways lo ploy Survival mode: Money, Torn and 
lime. Tooth New Game, Shen choose ihe mode you want to 
play. Choose the way yon wart to play, then touch Basic 
Course, choose a CO, arid proceed lo battle. Touch the R Info 
icon on any screen lo get additional information. 


M Money 

Clear a series of mops using only a preset amount of money. 

M Turn __ 

Clear a series of mops using only a preset number of turns. 




Blime _ 

Clear o series of mops within a given lime limit. 


Combat 

Combat is u fosl-paced, real-time action mode in which you 
engage enemy units over six different maps. Touch New Game 
to start a new Combat game. Next, choose your CO and 
purchase units. Select the unit you wanl to use on the top screen 
and touch the A Gat icon to begin the battle. If you need help, 
touch Manual on the Combat menu lo learn more about the 
game rules and conlrols. 
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Controls 


+ Control Pad 

Move unit 

L Sutton 

Use CO Power 

Touch Screen 

Fire in direction touched 

START 

Pause gome 

Grouse Continue or Quit 

A Button 

Rre 


Rales 

• Move your unit onto neutral- or enemy properties lo begin Ihe capture countdown. When Ik countdown reaches iero, the 
property is raptured. 

• Rest your unit on an allied properly to recover HP. 

• When you capture o factory, on additional unit of the kind that raptured fk factory wiU k added lo your units. 

Touch Monud on the Combat menu to see descriptions of Ihe items ok the victory conditions. 


Bottle Maps 

Visit the Battle Maps store to buy new maps, outfits for your 
COs, and other useful information. Touch an item on the shop 
screen to purchase it. You can earn more points la buy items by 
playing Campaign, Versus, Survival, and Combat mooBS, 
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" History 5^ 

View your detailed game-ploy stats here. Gn the Touch Screen, 
tap All, Units, Foes, or Items lo see detailed information for 
those subjects. Keep playing to build up your slats and earn 
medals! 
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Wireless 



Beforeplorybgt, rand jwges 26—27 about DS Wireless Hoy for Normal [faille, D$ Bottle, Trade Mops ood Comkt modes. 
Head pDfes 28-29 oboul H Downtood Floy and Ctowntoid mode. 


Wireless mode allows two or more Nintendo DS anils lo connect wirelessly so yoa con botlle againsl 
your friends or trade mops you created with the mop editor Touch the mode you want lo play on ihe 
Wireless selection screen. 


* Note: if wireless communication faik r a communication error wilt appear and you will have to remaned and 
start over. 


Follow the following sleps for Normal Battle DS Battle, [rode Maps and 
Combo I Modes: once all players appear on Ine screen, player one should 
loach New Team and the other players should choose Their teams by 
touching the icons. After player one confirms oil the teams, touch ihe A 
Next icon. 


B Normal Battle 12-4 Players) _ 

One Nintendo DS system and one Advance Wars: 
Oiral Strike Gome Card is required for each player. 
Choose settings on the mop-selection screen before 
going into ha Mb. 


B DS Battle (2 Flayers) _ 

One Nintendo DS system and one Ad vance Wars: 
Dual Strike Gome Card is required for each player. 
Choose settings on the mop-selection screen before 
going into battle. 


B Trade Maps _ 

One Nintendo DS system and one Advance Wars: Dual Strike Game Card is required for each player. This mode 
allows you to send an original map created in the mop editor to one other player. On the map-trading screen, 
player one must choose wno will send the mop. The sender must then touch o mop to send. The player receiving 
the mop must choose a place lo save the mop 


B tofflboH2-B Players) _ _ __ 

One Nintendo DS system and one Advance Wars: Duo! Strike Game Card is 
required for each player. Up to eight players con simultaneously engage in 
combat. Choose settings on the map selection screen before entering battle. 


B Download _ 

Use the wireless functionality of the Nintendo DS to send Combat lo up to seven 
other Nintendo DS systems. Each player must hove their own system to play, but 
only one Game Cara H required. Up to eight players can ploy Combat together 
simultaneously. 

Parent System (System Sending Data) 

Follow the instructions listed on page 20 for the Parent System. Touch Download 
when you are ready to download data. 

Child Systems (Systems Receiving Date] 

Follow the instructions on page 28 for the Child Systems. Once the download is 
complete, the mode-selection screen will appear, touch o mode ond confirm 
settings before heading to the mop screen. 


B Messages _ 

You can ossign persona! messages to each of Ihe system buttons ond send them 
to opponents during battle, On the message screen, touch a message, then input 
whatever text you want. 
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Parent System Screen 
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Child System Screen 
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Sound Room 


Go to the sound room to listen lo nil the different sounds ond music used in the gnme. This menu 
appears after you dear Campaign made and purchase the Sound Room at Battle Maps. Touch a song 
name lo hear ihe song. 










































Gallery 


This menu appears offer 

1 you dear Campaign mode and purchase the Gallery at Battle Maps, Here, 

you can view ihe nrl use 
menu displays. 

a in the game. Flip between illustrations or touch the R Info button la hide 


Design Room 



Enter the Design Room to change CO clothing designs, create original mops, or change in game 
wallpapers. Touch on option to access its features. 


[CO 


Choose this option to change CO hair and clothing color using color options 
purchased at Battle Maps. Just choose: a CO, then touch o color number. 


H Mop 

Use the map editor to create your own origin at mop. The mops you create can 
be ployed in Versus, Wireless, and Trade Maps mooes. 



w~n) 



Place Unit 

Tooth Ihe Select Urn! icon owf touch ony unit in Ihe list. Next, touch the Race Unit icon, 
then laud) a locol ion on the map wire re you wanl il placed. To place terrain, use the 

Soloct Terrain and Place Terrain icons. 

Delete Unit 

Touch ihe Delate Unit icon, than touch lha irn.il you wont la delate. 

Copy Unit 

Touch the Copy Unit icon. Next, touch ihe unil you wo nt la copy, than touch where 
yeu J d like to place ihe unil. To copy terrain, use the Copy Terrain icon. 


Menu Window 


File 

bad: food a raved map. 

Save: Serve Ihe current map. Up to three mops cen be saved. 

Enter Home: Home Ihe map you've created. 

i 

£f/| i 

-s^E ri in "fi 

Help 

Gel information on usi ng the editing tools. 

Filt 

Wile over ihe enlire mep with ihe chosen lerrarn. Torn con also choose random terrain. 

Exit 

Return to the mode selection screen. 


Requirements for Creating Vs. Maps __ 

' Maps must have at least two different-colored HQs. 

* Each army must hove at least one mil or oik factory in addition to its HQ. 



New wallpaper is earned hosed on how you cleared Campaign mode. Choose display to change the gome's visuals 
using those woflpopers. 






































Establishing a PS Wireless Link 




This section explains how to establish a link (or wireless play. 


What You Will Meed: 

Nintendo DS One for each player 

Advance Wars: Dual Strike Game Card One for each player 

Steps 

1. Make sure that all OS systems are turned off, then insert a Advance Wars: Dual Strike 
Game Card into each system. 

2. Turn on the power of all the systems. The DS menu screen will appear. 

3. Touch the Advance Wars: Dual Strike panel. 

4. Now follow the instructions on page 22. 










DS Download Play 



Establishing a DS Wireless Link 

This section explains how to establish the link for DS Download play. 



What You Will Need: 

Nintendo DS One for each player 

Advance Wars: Dual Strike Game Card One 

You can enjoy Advance Wars: Dual Strike even if you do not have enough Game Cards 
for all players 

Steps for the Parent system 

1. Make sure that all DS systems are turned off, then insert an 
Advance Wars: Dual Strike Game Card into the system. 

t Turn on the power of all the systems. The DS menu screen 
will appear. 

3. Touch the Advance Wars: Dual Strike panel. 

4. Now follow the instructions on page 23. 



Gome-Selection Screen 


Steps for the receiving systems 

1. Turn on the power of all the systems. Hie DS menu 
screen will appear. 

2. Touch the W DS Download Play'" panel. The game- 
selection screen will appear. 

3. Touch the Advance Wars: Dual Strike panel. The 
game-confirmation screen will appear. 

4. When the correct software appears, touch "Yes." PI 
will start the download process. 

5. Please follow the instructions on page 23. 



















































Unit and Terrain Intel 


Learning the odvontoges of each unit in vour arsenal and every terrain type you may encounter will greatly 
enhance yaur performance an She battlefield Study the information below to brush up an the latest in tel 

Hole; when units bm two types of weapons, the opjtropriore *apro type will be used outomaf 0 % during bellies. 

M Land Units 



I opq Ibese ante lire Hhe dveapesl units to deploy, 
lihey (an (ojiture new bases bin ihey lack 


3 000 Iky; anils me able la rapine beys, and Ihave 
"' high oriock pom. They arc aka effective at 
Gu|t moving Through difficult terrain. 


4 odd H 1 ™ unSlt me designed fm reconnaissance. 
They are effective against infantry tinrl-s end 
„ '“J* 1 " fwv? a large movement range. 

H F«l 80 


7 000 lb** small, ineijiersive taiA^ bore a lunge 
' rar.ge of movement making them easy fa 
Two, wocmi* win deploy in largo numbers. 

Fuel ro 


16,000 lb e5e lM1 ^ I 1 ™ tvgfi offensive and defensive 
capabilities. 


» 000 A UnH b“*d an ton4 ledinclogy originijSy 
developed by ihe Black Hale Army. Sic 
* Ek " 1 Neotaiw is significwilty mare pawtrld itiwn 
i 99 g Medium Twit. 


2 S 000 lb f rnesoroiJt is lf*e mosl pvwerhjl lend unit 
- ,r “ — 1 6 f was designed by ibe Green 

4es ir die slonesl el 


UaEbiiK &un ^. lfc ^ ^ 

Fuel jp die larks. 



, These units can ttariffiofi infanhy and meeb 
units Tliey can eke Mirer fuel and ammo ta 
ether units. APts me net aimed and iberafare 


can't Eire an e 



fi,DDO Tl* w busk mdirect-cwnilujl ante we retulirely 
inejtpensivc. They pound enemy i - 1 — - 

- Ir 

Fad 50 



I^OflO lkssc Powerful units me capable of firing on 
balb ground and naval units Iron a gree t 
dklwtce. flieir range of lire is better ihwt 


May* 5 Fuel so standard oriifay u 


W 


6 Fad 


I odd 11 ’-^ sp«iofe»d units ere strain against air 
units, infantry, and meeb units, they re 
ineffective ugmnsl Iwtta, ibougjt. 


& 


Wmpdn Surfau-IO^Av 
One Misties 


1 1 ooq These powerful units wrealc hnvac an air units. 
■ Their vision range an Fug ol Vfor mops k also 

Hus _ ~ J guile large. 

Mo vc 4 Fad 50 



30 004 These devastating rndwest swnbirl unils were 
c eveiojted by ibe Black Hale nrmy. They (an 
. wily move along pipes wtd factories. 


B Air Units 


&r\ 

fighrtiT 

Cafl 2 J, 0 OT 

Fighters rule live skies, inflicting heavy damage 
on other wr units. 

w 

Weapon ,. . _ Woupfei 

Um ^ uIes A" 1 ™ 9 Z 

1 Firn 1 Wsirm 2 Mova 9 fuol 99 


Bomber 

CoS ZZ.M0 

Bombers (an inflict heavy damage lo baft 
ground wtd naval utils. 

I Bombs W, 9 ^ 

One * Two 

1 Firn- 1 Wsiwi 2 fart 7 fad 99 


Buttle (Offer 

Casl 9Q00 

These (afters can Eire an many types of wits, 
wbicb makes ibem invaluable in ike field. 

Wkicoh Aa-fe-Surfac* . , Whui m,., , - _ 

Ck Missiles t™™ 6 Twe Wasbm^wi 

fin 1 Wtkm 3 Move i fed 99 















































































HI Naval Units 




BcrttUaship 

ClKl 




28 ooo The® powerful tfiips Imre u trememlwjs ranp 

Weapon 

Oflfl 

Caraico Areimu 

9 

Weapon 

two 


- 

—[ at fin Ibeir ccnran does enonneuts o mounts 
of dcroage to other rora! unity 


Fw* 

2-6 VisKrn 

J 

Me nr 

5 

Fuel 

99 

T. 

E£@ 


GruFur 

Cast 




18 000 tDn cVj beamy dan:age to klh 

'Weapon 

Jk» 

ArHi-Sub Mi^iles A rune 

9 

W'tapon 

Two 

J 

AnU-ii unmannes amf mr amis, tiny cm also 

fariiifie Gems rtunrajorl tip to two cantors at u tom. 

w 

Fife 

1 Vision 

J 

Move 

J 

Fuel 

99 



Lander 

Con 




12,DDD these irrnisporl anils can carry ap to two 

(gti 

Weapon 

One 

— Amma 

0 

Weapon 

Two 


- 

" grcLund units ad a line. 


Are 

0 Vision 

J 

Move 


Fuel 

99 


H 

Submarine 

Cost 




20,000 Submerged subs can only be ailarked by 

jcfe 

Weapon 

Tmpedo Amma 

4 

Weapon 

Two 


- 

cruisers mid odher siibs, mid die only wy lo 
told u s ubmergd sub rs to nun into ir. 



1 Vi inn 

J 

Move 

L 

Fuel 

6D 



Block Boar 

Cofl 




7 500 Designed by ibe Block Hale army ibis ship can 

yKX 

1 Wrtpcn 
One 

— Amma 

0 

Weapon 

Two 


- 

nol only carry two nEmtoy or meeb anils, il 
can also rape-i damaged mils, replenishing 1 

60 HP mid resupplying ibe anil ai ibe process. 


F :c 

0 VMoa 

J 

Mown 


FimI 


Aintrftfl Cttmflr 

QkI 




30.000 this bumuigeus ship can shelter up la Iwa oar 

w 

1 Vfcopon 
Dfla 

Mitsiki Amma 

9 

Weapon 

Two 


- 

units ul a lime, resupplying ihem in ibe pieress. 
h also bensls ejctranely Ic ng large aidirecl 


[ Hr? 

3 8 

J 

Movir 

5 

Fuel 

99 utlmk capobilKS nijnirisl air units. 




I Terrain Intel 



Plains were the most common lype of terrain found in Advance Wars 2: Bloch 
Hole Rising. They provide only minimal defensive cover. 


Roads allow units la n 
terrain benefits 


e rapidly across maps, but (hey offer no other 


When Fog oF War is present, units deployed in woods can only be seen by 
units adjacent to I hem and air units. Woods provide above-overage 
defensive cover. Air units cannot hide in woods during Fog of War. 

Only meth, infantry and air units can travel over mountains. In Fog of War r 
mecn and infantry units increase I heir vision range by 3 when they re in the 
mountains. Mountains also offer excellent defensive cover. 

Pipes are indestructible lubes thal can't be passed by any unit. 


Pipe joints are sections of pipe I hot con be destroyed, allowing units lo pass 
through. 


Rivers cross much of the terrain. They con only be traversed by infantry, 
meek and air unils. Rivers offer no defensive cover. 


Seas can be crossed only by naval and air unils. Seas offer no terrain 
henefils 


Shoals provide loading and unloading points for landers. Almost all units can 
travel over shoals, but shook provide no defensive cover. 


Jt 


* 
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Reefs 

When Fog of War is present units deployed in reefs can only be seen by 
ad[ucen1 unite and air unite. Aside From ibis benefit reefs offer few other 
advantages. Air units cannot hide in reefs during Fog of War. 


Bridges 

Bridges ore essential: they allow ground units to cross bodies of water. Bridges 
provide na oiler terrain benefits. 

is 

Missile Silos 

Missile silos can be used by infantry and mech units. Mow one of these 
units onlo o missile silo to fire o single missile will on unlimited range of 
fire and a bias! radius of too spaces. Each silo contains one missile. 

i 

Headquarters (HQ) 

Each army In the field has a headquarters that whs os its base of operations. An 

HQ can supply ammo and fuel, reslare Hf! and provide superior defensive cover 
for all ground units. Victory is yours if you can capture your enemy's HQ. 

i 

Oltes 

Olies can be allied, neutral, or controlled by the enemy. Both infantry and 
mech units can capture neutral and enemy cities, which can then provide 
ground units with supplies and HR 

m 

Bases 

Bases are the deployment points far all ground units, in addition ta providing 
supplies and HP to these units, they also provide excellent defensive cover. 

m 

Airports 

Air units enter the field of battle from these air bases. They also receive 
supplies and regain HP here. They offer excellent defensive cover. 

i 

Ports 

Naval bases are the deployment points for all naval units. They also provide 
them with ammo, fuel, ana repairs. Ports are safe havens for ships and subs 
because of their excellent defensive cover. 

fi 

Communicalioa 

Towers 

Capture these properties to improve communication between your units, 
thereby improving their attack power. 




^ Word work 
%f Excuses 


W Likes AP Dislikes 






A young, energetic CO who 
is olso- a lop-nolch lank 
commander. He fights best 
on wide-open plains. « 


f Clubbing _ 

Easy lisle ning I 

















































Pfn 

Blue Moans rich boy CO ad 
Sosho's little brother. A giFled CO 
wish a sharp, if insecure, mid. 

He purchoses troops of lower prices, 
bul they are slightly less effective. 

Ofaf ad Grit 
Black Hole 


M _ 

A sirona-wllled Orange Star 
special forces captain. Her 
foot soldiers do more 
damage and capture Fasier, 
but non-infantry units hove 
weaker firepower. 

Chocolate 

Cowords 


Colin's wealthy sister. She is 
normally ladylike, but she 
becomes daring when she gets 
angry. She earns an additional 
1 GO funds from allies bases. 


¥ Truffles 
Fork rinds 


£a_ 

A brave and loyal Friend, nol lo 
mention a strong fighter. Max is 
o strong direct-combat fighter, bul 
his indirect-combat units nave 
reduced range and firepower. 


V Weigh! training 
Sludying 



A laid-back style masks hh 
dependability. He is a peerless 
marksman who is devastating 
with indirect-combal units, but 
his non-infantry direct-attack 
units are less potent. 


A Former paratrooper rumored 
to have been quite the CO bock 
in the day. Great with Copters 
and infantry, hut his naval units 
have weaker attacks. 


W Lazy, rainy days 
Busy malls 


Ka nb ei’s coal and collected 
daughter. She excels in 
information warfare. Her 
units have extended vision 
range in Fog of War and 
hide their ffr info. 


A Yellow Comet CO with a 
dynamic personality. He could 
core less about the details. His 
units hove strong firepower, but 
their defense is a little weak. 


W Computers 


































A Green Earth CO who values 
chivalry and honor above all else. 
Excellent defense vs. indirect 
attacks. Defense increase when he 
captures com towers. m 


Green Earth's doting pilot hero. 
Air units use less fuel and have 
superior firepower, bul naval 
unils have weaker firepower. 


V Honor 
Retreating 


A gallant lank-driving CO who 
excels at analysing information 
Vehicular units have superior 
Firepower, bul air and naval 
unils are comparatively weak. 


Unfit CDs 


▼ Lucky goggles 
O Swimming 


./ter 

A robot-like CO with I he 
Black Hole Army. Ho one 
knows his true identity. High 
Firepower, bul his shoddy 
technique samelimes reduces 
the damage his units deal. 

If Energy 
^ Static efecirfcily 



A CO of the Black Hale Army who is always 
. ‘ ’ " e act. Charges his CO 

Power meter at a fas! rale than other COs and is a 
master of road-based battles. 


A CO of the Black Hole Army who 
will slop ot nothing to achieve his 
goals. All unils possess superior 
firepower, but his CO Power builds up 
more slowly than those of olher CDs. 


▼ Black coffee 


The wunderkind of the 
Block Hole forces. She 
invented mast of I he Black 
Hole's new weapons. Skilled 
at taking advantage of 
terrain feoiores. 


Jugger and tool's commanding 
officer. Has a blunt, aueen-like 


officer. Has a bluni, queen-like 
personality. Excels a! urban warfare 


^ Getting her way 
%P Nol piling her way 


W Anything chic 
Anything passe 











































Important Legal Information 

Copying of any video gome for any Nintendo system is illegal and is strictly prohibited by domestic 
and international intellectual properly laws. "Back-up" or "archival" copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted. 

This video game is not designed for use with any unauthorized copying device or any unlicensed 
accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or 
any Nintendo licensee or distributor) is not responsible for any damage or loss caused by the use of 
any such device. If use of such device causes your game to stop operating, disconnect the device 
carefully to avoid damage and resume normal game play. 

If your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 

The contents of this notice do not interfere with your statutory rights. 

This booklet and other printed materials accompanying this game are protected by domestic and 
international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 
www.ninfendo.com 
or call 1-800-255-3700 
(U.S. and Canada) 


Warranty & Service Information 

Ytti may need only simple InstriKlioni 10 tarred a problem wish your product. Try our website at www.n 1 nSendo.e 0 m Of (all 
our Consumer Assistance Hatline at H-8O0-Z5S-37DO, rather than going to (four retailer. Hours a f operation are 6 a.m.lo7 p.m,, 
Pacific Time. Monday ■ Sunday {fins subject ia change}. If ihe problem cnnnoP be solved with die traubleshKiling in Ear molten available online ar 
aver die telephone, you will be offered express faticry serske through Nintendo. Please da not send any products la Ninleuda widiaul cans wring 
us first. 

HARDWARE WARRANTY 

Nintendo of Amenta Inc. (“Ninlenda 1 } warrants le Ik original purchaser that (be hardware product shell be Free Fran defects in materiel and 
wrkmansby far Iwehre {12] mandis from ihe dale at purchase. Ife defer I covered hylhis warranty Hours during this warranty period, Ninlenda 
will repair h replace ihe defective hardware product w component, free of charge. Hie original purchaser is entitled la this warranty only if die date 
atpurchase is registered ol paint af sale or ihe consumer con demonstrate, la Nintendo's satisfaction, that die product vats purchased within ihe Iasi 
12 mandis. 

GAME 4 ACCESSORY WARRANTY 

Nintendo vatrrants te die originalpardiaser dial the produce (games ond accessories) shall be Free from detects in material and workmanship lor a 
period of three {3} mandis from ihe date of purrhose. If a defect revered by ibis warranty Hours du ring this diree {3} mandi warranty period, 
Nintendo wfl repair or replace ihe defective product. Free ef charge. 

SERVICE AETER EXPIRATION OF WARRANTY 

Please try our website al www.nintendo.CBm or roll the Consumer Assistance Holfcie at 1 -800-255-3700 fer iraubteshoofing intamaliat and repair ar 
replacement aalians and pricing. In some instences, il may ba necessary far yon rn ship the complete pioducl, FREIGHT PREPAID AND INSURED FOE 
LOSS OR DAMAGE, la Nintendo. Pfease do not send any products Id Nintendo without rantecting as first 

WARRANTY LIMITATIONS 

THIS WARRANTY SHALL HOT APPLY IF THIS PRODUCT: (a} IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO {INCLUDING, BUT NOT 
LIMITED TO, H0H-UCEN5LD GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b] IS USED FDR COMMERCIAL PURPOSES 
{INCLUDING RENTAL}; (cl IS MODIFIED OR TAMPERED WITH: (d] IS DAMAGED BY HEGUGEHCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR {e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
HEREBY UMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL 
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. 
SOME STATES DO NOT ALLOW LIMITATIONS OH HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

This warranty gives you specifa legal right!. You may also have other rights which vary tram state to stole or province ru province, 

Nintendo's address is; Nintendo of Amerka !nc. r P.O. Bax 957, Redmond, WA 9B073-09ST U.S.A. 

This war runty is only valid in die United Slates and Canada. 


